WEAPONS EXPANDED 


SY he following information has the intent to 
expand and add to the standard weapons 
presented in the core rules of the game, with 
slight alterations or addendum to weapon 
properties. 


WEAPON PROFICIENCIES, 
SPECIALIZATION AND YOU 


In order to further flesh out weapon mechanics, a weapon 
specialization mechanic has been added. Said specilizations 
alter one or more of the properties of the weapon you choose 
to specialize in. Specializations do not replace proficencies, 
and should be used in conjuntion with the proficiencies from 
the core rules. 

The effect of each specialization varies depending on the 
weapon that the specialization is tied to. Some grant access 
to a property characters have no acess to otherwise, or it may 
remove a penalty that a creature without specialization might 
risk incurring while using such a weapon. On the weapons 
table, some properties are listed under specialization 
properties, such properties are exclusive to the wielder of the 
weapon specialized with it, and their functions can be found 
on the weapon properties section bellow the table. Some 
properties appear on both sides of the table, that means that 
this property has a common effect, and said effect is altered 
when the weapon is specialized upon. 

A character is allowed to pick a certain number of 
specializations from within the list of weapons that they are 
proficient with, according to the following table: 


SIMPLE WEAPONS 

Name Cost Damage 
Club Tsp 1d4bludgeoning 2 lb. Light 
Dagger 2gp 1d4 piercing 1 Ib. 


Greatclub 2sp 1d8 bludgeoning 10 lb. 


Handaxe 5 gp 1d6 slashing 2 Ib. Light 
Fragile(1) 
Light Hammer 2gp 1d4bludgeoning 2 |b. Light 


Javelin 5 sp 1d6 piercing 2 Ib. 
p 


Mace 5gp 1d6 bludgeoning 4 |b. -- 
Quarterstaff 2 sp 1d6bludgeoning 4 |b. 
Sickle 1gp 1d4 slashing 2 Ib. 
Spear 1gp 1d6 piercing 3 Ib. 


SIMPLE RANGED WEAPONS 


Name Cost Damage Weight Properties 


Dart 5cp 1d4 piercing 
Light Crossbow 25 gp 1d8 piercing 5 Ib. 
Shortbow 


Sting Esp 


25 gp 1d6 piercing 2 Ib. 
td4bludgeoning = 


Weight Properties 


Light, thrown (20/60) 
Heavy, two-handed 


1/4 lb. Thrown (20/60) 

Ammunition (80/320), loading, two-handed 
Ammunition(80/320), two-handed 
Ammunition (30/420) 


SPECIALIZATION BY CLASS 


Class Specializations allowed 
Barbarian 3 Weapons 
Bard 1 Weapon 
Cleric 1 Weapon 
Druid 1 Weapon 
Fighter 5 Weapons 
Monk 2 Weapons 
Paladin 3 Weapons 
Ranger 3 Weapons 
Rogue 2 Weapons 
Sorcerer 1 Weapon 
Warlock 1 Weapon 
Wizard 1 Weapon 
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MULTICLASS 


A character that multiclasses does not get to gain 
additional specializations. 
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Specialization Properties 
Stun 

Finesse, throw flurry 
Two-handed, hurling 
Thrown (20/40) 

Thrown (40/140) 
Thrown (20/60) 
Daunting Hit 


Versatile (1d8) Vault 
Light, thrown (20/60) 
Thrown (20/60), versatile (1d8) 


Thin blade, evasive 


Opportunistic 


Specialization Properties 
Finesse, piercing 

Focus 

Risky shot 

Risky shot underdog 


MARTIAL MELEE WEAPONS 


Name 


Battleaxe 
Backsword 
Dwarven 
Urgrosh 

Flail 

Glaive 
Greataxe 
Greatsword 
Halberd 
Lance 
Longsword 
Maul 
Morningstar 
Pike 

Rapier 
Shortsword 
Trident 

War Pick 
Warhammer 


War hook 


Whip 


Cost Damage 


10 
gP 
20 
8P 
60 


1d8 slashing 

1d8 slashing 

1d8 slashing/1d6 
piercing 

3d4 bludgeoning 
1d10 slashing 
1d12 slashing 

2d6 slashing 

1d10 slashing/1d6 
piercing 

1d12 piercing 

1d8 slashing 

2d6 bludgeoning 
2d4 piercing 

1d10 piercing 

1d8 piercing 

1d6 piercing/slashing 
1d8 piercing 

1d10 piercing 

1d8 bludgeoning 


1d6 piercing 


2 gp 1d8 slashing 


Weight Properties 
4 |b. Versatile (1d10) 


3 lb. Versatile (1d10), Fragile (3) 
Heavy, two-handed 
Complex 

Heavy, reach, two-handed 
Heavy, two-handed 

Heavy, two-handed 

Heavy, two-handed 

Reach, heavy, overbearing 
Versatile (1d10) 

Heavy, two-handed, 
Versatile (1d10) 

Heavy, two-handed,long reach(1d6 
bludgeoning) 

Light 

Versatile (24) 

Heavy, two-handed 
Versatily (1d10) 

Light, thrown (10/20) 


Reach, light weapon, complex 


Specialization 
Properties 
Sundering 

Thin blade 
Double-weapon 
Complex 

Trip 
Momentum 
Immovable, parry 
Opportunistic 
Charge 

Parry 

Hurling 

Violent 
Opportunistic 
Finesse, evasive 
Finesse, parry 
Thrown (20/40) 
Piercing 
Shoving 
Grappling 


Finesse, complex 


MARTIAL RANGED WEAPONS 


Name Cost Damage Weight Properties 


1 Ib. 
Hand crossbow 75 gp 1d6 piercing 3 lb. 


Specialization Prop. 
Ranged (25/60) 


Focus 


Blowgun 10 gp 1 piercing Loading, ammunition (25/60) 

Ammunition (30/120), light, loading 

Ammunition (100/400), heavy, loading, two-handed, 
Ammunition (150/600), heavy, two-handed 


Entanglement, thrown (5/15) 


Focus 
Risky shot 


Heavy crossbow 50 gp 1d10 piercing 18 lb. 
50 gp 1d8 piercing 2 lb. 
1 gp 3 Ib. 


Longbow 
Net 


WEAPON PROPERTIES & 
SPECIALIZATIONS 


Many weapons have special properties related to their use, as 
shown in the Weapons table. 

Here is the explanation for each property. 

If a property call for any kind of DC check or saving throw, 
and the number is not present, they follow this formula: 

DC = 8 + Proficiency mod + Strenght modifier. 


AMMUNITION 


You can use a weapon that has the ammunition property to 
make a ranged attack only if you have ammunition to fire 
from the weapon. Each time you attack with the weapon, you 
expend one piece of ammunition. Drawing the ammunition 
from a quiver, case, or other container is part of the attack. At 
the end of the battle, you can recover half your expended 
ammunition by taking a minute to search the battlefield 

If you use a weapon that has the ammunition property to 
make a melee attack, you treat the weapon as an improvised 
weapon (see "Improvised Weapons" later in the section). A 
sling must be loaded to deal any damage when used in this 
way. 


CHARGE 


If specialized in a weapon with this property, you are able to, 


when moving at least 20 feet straight towards a creature 
before hitting it with a weapon attack, you double your 
damage modifier on the damage roll of this attack and the 
target, if they are no more than one size category larger than 
you, must make a Strength saving throw. On a failure, the 
target falls prone. 


COMPLEX 


When making an attack roll with a complex weapon, if the 
attack roll die lands below 9, the attack is an automatic miss, 
regardless of modifiers. If such a situation happens,the 
character making the attack also accidentally hurts 
themselves, suffering half of the damage of the attack. 

Two complex weapons can't be wielded at the same time. 

If specialized in a weapon with this property, you will never 
hurt yourself while wielding it. 


DAUNTING HIT 


If specialized in a weapon with this property, you are able to, 


as an action, make a single attack roll with your weapon 
against a creature. If the attack hits, it deals normal weapon 
damage and the target must make a Constitution saving 
throw. On a failure, the target does not add its Dexterity 
modifier to its AC until the beginning of it's next turn. 


DOUBLE WEAPON 


If specialized in an weapon with this property, you are able to 


simultaneously use it as both a two-handed weapon, a heavy 
weapon, and you may still choose to employ it as if two- 
weapon fighting with a light weapon in your off-hand, so long 
as you use different ends of the weapon for the main hand 
and off hand attack. 


ENTANGLEMENT 


A Large or smaller creature hit by this weapon is restrained 
until it is freed. This has no effect on creatures that are 
formless, or creatures that are Huge or larger. A creature can 
use its action to make a DC 10 Strength check, freeing itself 
or another creature within its reach on a success. Dealing 5 
slashing damage to the weapon (AC 10) also frees the 
creature without harming it, ending the effect and destroying 
the weapon. 

When you use an action, bonus action, or reaction to attack 
with the weapon, you can make only one attack regardless of 
the number of attacks you can normally make. 


EVASIVE 


If specialized in a weapon with this property, you are able to, 
when a creature tries to attack you and misses, you can use 
your reaction to make an attack against that same creature, 
you can also immediately move 5 ft. after performing your 
attack, this movement does not provoke reactions. 


FINESSE 


If specialized in a weapon with this property, you are able to, 
when making an attack with a finesse weapon, choose 
between your Strength or Dexterity modifier for the attack 
and damage rolls. The same modifier must be used for both 
rolls. 


Focus 


If specialized in a weapon with this property, you are able to 
make a single attack with advantadge on a turn that you have 
not moved. 


FRAGILE 


When making an attack roll with a fragile weapon, on the 
result of a 1, the weapon gains the damaged condition. If such 
a condition is accrued a number times equal to the number 
showed by the fragile property on the weapon chart, the 
weapon breaks immediately after the attack and must be 
reforged for it's full price. 

Each damaged condition can be removed from the weapon 
by paying half the weapon's price plus a service charge to a 
blacksmith, or if proficient with blacksmithing tools, by 
buying the necessary materials and spending 3 hours 
working on the weapon for each damaged condition the it has 
accumulated. 


REROLLING 1's 

If any source would cause the creature wielding a fragile 
weapon to reroll 1's, reroll the attack roll as you normally 
would, but still add the damage condition to the weapon after 
the attack is made as you normally would if the reroll did not 
happen. 


GRAPPLING 


If specialized in a weapon with this property, you are able to, 
once per turn, as an action, make a single attack roll with 
your weapon against a target to try and attach your weapon to 
them.If the attack hits, target creature must make a Dexterity 
Saving Throw to avoid having the weapon attached to it, if 
they fail, add the total of the character weight and your 
equipment to the load the target creature is now carrying for 
as long as you hold on to the weapon, as a reaction, you can 
release a certain amount of the chains on the weapon, if it 
has any. 

The creature that has the weapon attached to it must 
suceed on a Athletics Check to dislodge the weapon, if they 
are attached to flesh, creatures takes another 1d6 piercing 
damage when doing so. 

A grappling weapon can't be used for any further attacks 
while lodged in a target, but the character wielding them can 
use his action to set them free and roll the weapon damage, 
automatically dealing it to the target. 


HEAVY 


Small creatures have disadvantage on attack rolls with heavy 


weapons. A heavy weapon’s size and bulk make it too large 
for a Small creature to use effectively. 


HURLING 


If specialized in a weapon with this property, you are able to, 
as an action, make a single attack roll with your weapon 
against a target your size or smaller. If the attack hits, it does 
normal weapon damage, and the target must make a 
Strength saving throw. On a failure, the target is pushed up to 
10 feet away from you. 


IMMOVABLE 


If specialized in a weapon with this property, you are able to 
dig your weapon into the ground as a reaction to gain 
advantage on a saving throws against being moved against 
your will If the effect pushing you does not have a saving 
throw, you move only half of the pushed distance. 


LIGHT 


A light weapon is small and easy to handle, making it ideal 
for use when fighting with two weapons. 


LOADING 


Because of the time required to load this weapon, you can 
fire only one piece of ammunition from it when you use an 
action, bonus action, or reaction to fire it, regardless of the 
number of attacks you can normally make. 


MOMENTUM 


If specialized in a weapon with this property, you are able to 


make use of the weapon balance to carry your attack through 
your opponent, you can choose to try and attack two targets 
with each attack of the weapon. The first target suffer no 
penalties, but on the second target, the attack and damage 
rolls are rolled with disadvantage. 


OPPORTUNISTIC 


If specialized in a weapon with this property, you are able to 
attack enemies that enter your threatned area with your 
reaction, rather than only those who leave it. 


OVERBEARING 


You have disadvantage when you use this weapon to attack a 
target within 5 feet of you. Also, this weapon requires two 
hands two wield when you aren't mounted. 


PARRY 


If specialized in a weapon with this property, you are able to 
spend your reaction to add a +2 to your AC against one attack 
where you can see your target. You are unable to parry magic 
unless your weapon is also magic. 


PIERCING 


If specialized in a weapon with this property, you are able to, 
when making an attack roll, if the target did not evade the 
attack (if attack roll is below target's AC, but the attack roll is 
still above 10 + Target Dex Mod), you are able to puncture the 
target's armor or hide, and do damage equal to your strenght 
modifier to the target. 


RANGED 


A weapon that can be used to make a ranged attack has a 
range shown in parentheses after the ammunition or thrown 
property. The range lists two numbers. The first is the 
weapon's normal range in feet, and the second indicates the 
weapon's maximum range. When attacking a target beyond 
normal range, you have disadvantage on the attack roll You 
can't attack a target beyond the weapon's long range. 


REACH 


This weapon adds 5 feet to your threaten area. 


LONG REACH 


This weapon adds 10 feet to your threaten area. However, on 
the weapon table, a damage value appears in parentheses 
along this property—that is the damage used when the 
weapon is used to make an attack against an enemy within 

10 ft of you. 


Risky SHOT 


If specialized in a weapon with this property, you are able to 
make a single attack roll with disadvantadge, if both rolls 
would hit the target, you automatically land a critical hit. 


SHOVING 


If specialized in a weapon with this property, you are able to, 
as an action, make a single attack roll against a target of the 
same size category as you or smaller. If the attack hits, it does 
normal damage, and the target must make a Strength Saving 
Throw or be shoved 5 ft. in any direction of your choosing, 
you can move and occupy the square the target was 
previously occupying without using any of your speed. 


STUN 


If specialized in a weapon with this property, you are able to, 


once per turn, as an action, make a single attack roll with 
your weapon against a humanoid target. If the attack hits, it 
does no damage, but the target must make a Constitution 
saving throw or be stunned until the beginning of its next 
turn. 


SUNDERING 


If specialized in a weapon with this property, you are able to, 


as an action, make a single attack roll with your weapon 
against an armored or naturally armored creature. If the 
attack hits, the target’s AC is permanently reduced by 1 until 
its armor is repaired, but cannot be reduced below 10 + the 
target's Dexterity modifier. This attack has no effect on 
creatures with magical armor, unless the weapon is also 
magical 


THIN BLADE 


If specialized in a weapon with this property, you increases 
it's critical hit range by 1 while wielding it. 


e.g if you would normally critically hit on a 20 this weapon 
critically hits on a 19 or 20. 

This effect stacks with similar effects, like the feature from 
the fighter's champion archetype, improved criticals. 


THROWN 


If a weapon has the thrown property, you can throw the 
weapon to make a ranged attack. If the weapon is a melee 
weapon, you use the same ability modifier for that attack roll 
and damage. 

If specialized in a weapon with this property, you are able 
to increase both of the weapon's ranges by 20 ft. Such change 
is already added if this property is only enabled as an 
specialization of the weapon. 


TRIP 


If specialized in a weapon with this property, you are able to 
try and sweep your opponent's bellow their center of gravity 
in an attempt to trip them. As an action, make an attack roll 
against a creature up to one size category larger than you. If 
the attack hits, it does 1d4 bludgeoning damage, and the 
target must succeed on a Strength saving throw or fall prone. 


THROW FLURRY 


If specialized in a weapon with this property, you are able to, 


with one attack action, throw two weapons with this property, 
as long as each weapon targets a different creature. 


TWO-HANDED 


This weapon requires two hands to use. 

If specialized in a weapon with this property, you are 
familiar enough that you know how to use the weapon's own 
weight to heft it, and are able to use it with one hand. 


UNDERDOG 


If specialized in a weapon with this property, when landing a 
critical hit with this weapon, you add another damage die 
beyond the critical one for each size category the target is 
larger than you. 


VAULT 


If specialized in a weapon with this property, you are able to 
use this weapon to help leap long distances. You can use an 
action to allow you to leap a number of feet up to twice your 
Strength score (this jump is part of your movement). If you 
land adjacent to a creature at the end of this jump, you can 
make a single attack with you weapon as part of this action. 


VIOLENT 


If specialized in a weapon with this property, you are able to 
use the weapon's characteristics to full effect, when wielding 
the weapon in two hands, you can add another 1d4 piercing 
damage to the damage rolls. 


VERSATILE 


This weapon can be used with one or two hands. A damage 
value in parentheses appears with the property—the damage 
when the weapon is used with two hands to make a melee 
attack. 


